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CROSS - REFERENCE TO RELATED APPLICATIONS 

This is a continuation-in-part of U.S. Application 
Serial No. 08/727,805, filed October 7, 1996, entitled 
BONUS AWARD FEATURE IN LINKED GAMING MACHINES HAVING A 
COMMON FEATURE CONTROLLER, which is a continuation in- 
part of U.S. Application Serial No. 08/200,121, filed 
February 22, 1994, now Patent No. 5,580,309, entitled 
LINKED GAMING MACHINES HAVING A COMMON FEATURE 
CONTROLLER . 

FIELD OF THE INVENTION 

The present invention relates to electronic gaming 
devices. More particularly, the present invention 
relates to a bonus available to one or more electronic 
gaming machines . 

BACKGROUND OF THE INVENTION 

Modern gaming machines are typically 
electronically controlled, as opposed to mechanically 
controlled. For example, U.S. Patent No. 4,095,795 to 
Saxton et al . , incorporated herein by reference, 
discloses a slot machine having a computer which 
randomly generates a series of numbers corresponding to 
stopping positions of each reel in the machine. After 
causing the reels to rotate for a period of time, the 
machine then stops the reels at their previously 
determined stopping positions. 

This general type of computer controlled gaming 
machine easily allows similar gaming machines to be 
electronically linked together to share a common 
jackpot. This is because the final game results and 
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the jackpot award can be electronically communicated 
between a central jackpot controller and the various 
linked gaming machines. Progressive jackpot gaming 
systems, comprised of one or more interconnected gaming 
machines which award a progressive jackpot award, are 
well known. By allowing players to win a large 
progressive jackpot award in addition to the customary 
payout for winning combinations, the players enjoy a 
heightened interest and enthusiasm in the gaming 
machines. This heightened enthusiasm translates into 
higher revenue for gaming machine proprietors. U.S. 
Patent No. 4,837,728 to Barrie et al . , incorporated 
herein by reference, describes one such progressive 
gaming system comprised of linked slot machines. The 
circuitry and software used to fabricate and operate 
these conventional linked gaming machines are well 
known to those skilled in the art. 

SUMMARY 

The invention relates to a bonus feature in a slot 
machine. This bonus feature may be used in stand-alone 
slot machines as well as linked slot machines. The 
preferred embodiment is directed to a system of linked 
gaming machines. 

In one embodiment, a system of linked gaming 
machines is disclosed where each of the linked gaming 
machines is connected to a common controller. In a 
normal mode of play, each of the linked gaming machines 
operates like a conventional machine where the 
generation and display of certain combinations of 
symbols within a first group of combinations provide 
awards to the individual players whose machines 
generate such combinations. 

In addition to this normal mode of play, a bonus 
feature is added where the generation and display of 
combinations of symbols within a second group of 
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combinations are used in the awarding of a bonus. In 
such a feature , the generation of a combination of 
symbols ^ within the second group of combinations is used 
by a central controller to build up a pooled bonus 
5 value based upon the number of occurrences and the 

values of the combinations of symbols within the second 
group of combinations generated by all the linked 
gaming machines. Displaying these combinations within 
the second group of combinations may also result in an 

10 instant win for that particular player. 

When a player hits a combination within the second 
group of combinations which causes the accumulated 
bonus value to meet or exceed a predetermined value, a 
bonus award is given to the player which caused the 

15 threshold to be exceeded. Thus, all players of the 

linked gaming machines add to the common pool by their 
individual machines generating combinations within the 
second group of combinations, and only one player may 
win the pool . 

20 This is distinguished from the prior art 

progressive jackpot machines which accumulate a pool 
based on the number of times the linked gaming machines 
have been played and award the pool to a player based 
on a specific combination of symbols being generated. 

2 5 A common display or a display on each machine 

displays the accumulated valu e of the combinations 
within the second group of combinat ions_ generated by 
all the linked^gaming machines. The display on each 
machine may be a video display that displays the jnain\ 

30 g ame as well as the bonus game . Since "both games can 
be run using the same electrical circuitry (e.g., 
memory and a processor) , no additional hardware is 
needed. 

In the preferred embodiment, to discourage players 
35 from not playing any of the linked gaming machines 
until the accumulated bonus value is near the 



-3- 



threshold, each individual machine has an independent 
hit counter which is incremented based upon the number 
of occurrences of combinations within the second group 
of combinations by that particular machine. The player 
may use the value in his/her individual hit counter in 
order to exceed the award threshold for the bonus 
award . 

BRIEF DESCRIPTION OF THE DRAWINGS 

Fig. 1 illustrates one embodiment of a circuit 
which may be used to implement the present invention. 

Fig. 2 is a flowchart which shows the basic steps 
used in one embodiment of the linked gaming machine 
system. 

Fig. 3 is a flowchart which shows the basic steps 
used in an alternative embodiment of the linked gaming 
machine system. 

Fig. 4 is a flowchart of another embodiment of the 
linked gaming machine system using an individual hit 
counter within each of the machines in the system. 

Fig. 5 is a detailed flowchart of the preferred 
method performed by the linked gaming machine system. 

Fig. 6 is a front view of a slot machine 
incorporating one embodiment of the present invention. 

Fig. 7 is a front view of a slot machine 
incorporating another embodiment of the invention. 

Fig. 8 is a front view of a slot machine 
incorporating another embodiment of the invention. 

Fig. 9 is a front view of a video slot machine 
incorporating another embodiment of the invention. 

DETAILED DESCRIPTION OF THE PREFERRED EMBODIMENTS 

Fig. 1 illustrates a linked gaming system 100. 
Other circuitry for implementing the system may also be 
used. The system 100 includes linked gaming machines 
101-108 (which may use circuitry similar to 



conventional electronically operated slot machines) , 
multiplexer/de-multiplexer circuit (MUX) 120, central 
processing unit (CPU) 122, random access memory (RAM) 
124, read only memory (ROM) 126, and output display 
device 128. MUX 120 may be replaced with an 
address/data bus and suitable decoders within the 
gaming machines 101-108 so that the gaming machines 
101-108 can be addressed using digital codes. The 
circuit within the dashed line will be referred to as a 
feature controller 110. 

Linked gaming machines 101-108 transmit game 
information to and receive feature information from 
feature controller 110 through MUX 120 (or a suitable 
address/data bus) via bi-directional communication 
lines 111-118. Such game information may include 
digital codes representing a final displayed 
combination of symbols in a slot machine. Such digital 
codes are normally generated in conventional slot 
machines for addressing an award table stored in a 
memory in the slot machine. CPU 122 controls MUX 120 
and receives/transmits data from/to the gaming machines 
101-108 via communication lines 121. 

CPU 122, RAM 124, and ROM 126 are connected 
together via communication lines 123 and control 
certain features of gaming system 100. RAM 124 is used 
to temporarily store data generated by CPU 122. CPU 
122 is coupled to and controls output display 128 via 
lines 125. Instead of the common output display 128, 
each of the linked gaming machines 101-108 may have an 
individual display which displays the current status of 
the feature as well as information conventionally 
displayed by such displays. 

The operation of feature controller 110 is 
controlled by a program stored in ROM 126. The 
circuitry used in feature controller 110 to carry out 
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the programmed instructions would be known by those 
skilled in the art after reading this disclosure. 

Fig. 2 is a flow chart illustrating an operation 
of one embodiment of a linked gaming system 100. Such 
an operation may be controlled by a program stored in 
ROM 126. 

The system 100 is powered up in a start step 200. 
During normal operation of the gaming system 100, 
feature controller 110 disables one or more of the 
particular features under the command of the feature 
controller 110 (step 202) . Gaming machines 101-108 may 
operate independently of each other and independently 
of feature controller 110 during this normal operation 
mode and award wins based upon a normal payout criteria 
stored in either ROM 126 of feature controller 110 or 
in a memory (i.e., an award table) contained within 
each of the linked gaming machines. Feature controller 
110 periodically polls each of the gaming machines 101- 
108, using MUX 120 (or an address/data bus) and using 
conventional polling techniques, for game results 
generated in each of the linked gaming machines (step 
204) . Polling may be performed by sequentially 
accessing the gaming machines 101-108 in the system and 
reading the current game results. If the feature has 
not yet been enabled (step 206) by the feature 
controller 110, gaming machines 101-108 continue normal 
operation (step 208) . 

In step 210, feature controller 110 compares the 
game results of each gaming machine 101-108 polled to 
feature enabling criteria stored in ROM 126 (or 
elsewhere) to determine whether one or more 
predetermined features should be enabled. The feature 
enabling criteria may consist of any of a variety of 
conditions. For example, in one embodiment, a 
criterion for enabling the feature may be a specified 
number of occurrences (including one) of a 



predetermined combination of displayed by the 

gaming, machines 101-108. Thus, for example, the 
feature may be enabled for a system of linked slot 
machines when four like symbols have been displayed a 
total of four times by the linked slot machines. 

If the feature controller 110 determines in step 
210 that the feature enabling criteria has not been met 
(e.g., the game results indicate that f our-of -a-kind 
have not yet been generated four times by linked gaming 
machines 101-108) , the feature remains disabled and the 
linked gaming machines 101-108 are again polled (step 
204) . Steps 204, 206, 208, and 210 are repeated until 
the game results generated by one or more of linked 
gaming machines 101-108 meet the feature enabling 
criteria. 

If the feature enabling criteria has been met 
(step 210) by the game results, feature controller 110 
enables the feature (step 212) , and this enabled 
feature is now prominently displayed (step 213) by 
output display 128 to attract new players and heighten 
excitement. At this point, the feature is made 
available to all linked gaming machines 101-108. The 
various players now play the gaming machines 101-108 
having the enabled feature. Feature controller 110 
again polls each of linked gaming machines 101-108 
(step 204) and, with the feature now enabled (step 
206) , determines whether the feature award criteria 
stored in ROM 126 has been met by any of the polled 
machines (step 214) . Feature controller 110 then 
awards a win, based upon the enabled feature, to the 
first linked gaming machine to generate a game result 
which matches the feature award criteria (step 216) . 
In one embodiment, the feature operates to double the 
award normally associated with a certain game result 
(e.g., f our-of -a-kind) . 
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In another embodiment, the enablement of the 
feature only enables the features on those machines 
which are currently being played or those machines 
which have been played within the last 3 0 seconds or 
5 other short time period. 

Instead of the feature controller 110 determining 
a win based on the polled game results and 
communicating the award amount to the gaming machine, 
feature controller 110 could modify the award table in 
10 each of the gaming machines 101-108, via communication 
m lines 111-118, to reflect the enable feature. The 

iQ gaming machine would then compare its game result to 

J** the award table and then provide a corresponding award, 

ip In this embodiment, feature controller 110 would still 

4* 15 poll the various gaming machines to determine whether 
the feature should be enabled or disabled in the 
various award tables . 

After a match is found and a win awarded (step 
216) in accordance with the feature, the feature is 
20 then disabled (step 202) and all linked gaming machines 
101-108 return to normal operation. Gaming machines 
101-108 will remain in normal operation until feature 
controller 110 again enables the feature (step 212) . 

If no game result of linked gaming machines 101- 
25 108 matches the feature award criteria, steps 204, 206, 
and 214 are repeated until one of linked gaming 
machines 101-108 is awarded a win based upon the 
feature. In another embodiment, the feature is 
automatically disabled after a period of time. This 
30 period of time may be displayed by display 128. 

Both the feature award criteria and the feature 
enabling criteria may embody various conditions in 
addition to those previously discussed. For instance, 
in some embodiments, the feature enabling criteria 
35 stored in ROM 126 (or elsewhere) may be a predetermined 
lapse of time between periods during which the feature 
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has been disabled; for example, feature controller 110 
may enable the feature 10 minutes after the feature was 
last disabled. 

To attract more non-player interest in the gaming 
machines, the feature enabling criteria may be a 
predetermined lapse of time during which one or more of 
linked gaming machines 101-108 has not been played. 
And in yet another embodiment, the feature is enabled 
in a purel y random manner. ~~~~~~~ — " 

Similarly, the feature award criteria stored in 
ROM 126 may take on many forms. For example, the 
feature award criterion may be the display by one of 
the linked gaming machines 101-108 of a certain 
combination of symbols (e.g., four-of -a-kind) , in which 
case the feature will award an enhanced amount (i.e., a 
bonus) . The feature may even offer the gaming machine 
players a greater variety of winning possibilities, 
thereby increasing player interest i n the linked gaming 

b ft kuXA 

system 100. Hence, the ^feature awargKcriteria may be a 
special or randomly'^chbsen combination of symbols which 
will in curs , an enhanced award being given to the player. 
In another embodiment, the feature may provide a more 
nonconventional award by the linked gaming device 
meeting the feature award criteria, such as free game 
credits or other prizes. 

Figs. 3-5 are flowcharts of other methods 
performed by the linked gaming machine system 100 in 
Fig. 1. The identical structure may be used for the 
various methods described herein with a change in the 
program in ROM 126. In the various embodiments 
described, each linked gaming machine 101-108 is 
provided with its own display which displays not only 
conventional information such as the number of coins 
played, the number of stored points which can be 
redeemed for coins, and the present win amount, but 
also displays a bonus value common to all of the linked 
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gaming machines in the system which will be described 
below. 

In Fig. 3, steps are shown which are performed by 
both the individual linked gaming machines 101-108 and 
the common feature controller 110. The steps primarily 
controlled by the individual machines are indicated 
with an asterisk (*) , and the steps primarily 
controlled by the feature controller 110 are identified 
with a pound sign (#) . The flowchart illustrates the 
interaction between one gaming machine and the feature 
controller 110. Identical methods are performed for 
each of the linked gaming machines. 

In step 3 00, a new game is initiated by a player 
of one of the linked gaming machines in the system. 
The new game may be initiated by the pulling of a 
handle, the insertion of a coin, the pressing of a 
button, or other conventional way of initiating a new 
game in a slot machine. 

In step 3 04, at predetermined intervals, the 
feature controller 110 polls each of the gaming 
machines 101-108 for certain information. This polled 
information, in one embodiment, includes whether any 
symbol combination which has just been generated is a 
sy mbol combination which affects an accumulated^So nus 
valuejcommon to a ll the linked^ jga ming machines , to be 
described later. The feature controller 110 may poll a 
machine many times without the machine, having been 
played since the last poll. 

The new game may generate and display a symbol 
combination within a first group of combinations which 
provides the player an instant award, as in a 
conventional mode of play;. The new game may also 
generate and display a combination of symbols within a 
second group of combinations which affects the 
accumulated common bonus value. For example, 
combinations within the first group of combinations may 



be conventional fruit -type combinations which typically 
pay money to the player, such as three bars, three 
plums, two cherries, or other conventional symbol 
combinations. Combinations with in the second group of 
5 combinati ons are us ed by the feature controller 110 or 
the gaming machine itself i n awarding a bon us„award . 
\ These symbol combinations within the second group of 
/ combinations are, in the preferred embodiment , ' symbol 
combinat ions^o ther than those in the first group of 

10 combinations. This second group of combinations may 
include combinations such as thre e special symbol s 
which may or may not pay an instant reward. If the 
special symbols do not pay an instant award, these 
special symbols may take the place of what were 

15 previously losing symbols, such as three blanks or 
other losing symbols. Thes e special sym bol 
comb inat ions are now utilized by the feature controller 
110 in accumulating a common bonus value and awarding a 
bonus award as will be described below. 

20 In step 308, it is determined whether the symbol 

combination generated by a particular linked gaming 
machine is a bonus hit (one of the combinations in the 
second group of combinations) or whether the 
combination is one of the winning combinations in the 

25 first group of combinations (step 312). Step 308 may 
be performed by either the individual machine or the 
common feature controller 110 and, in the preferred 
embodiment, is performed by the individual machine. 
In step 314, if the symbol combination is 

3 0 determined to be a winner in step 312, a payout table 
within the gaming machine cross-references the symbol 
combination with the number of coins to be paid by that 
machine . 

In step 316, if it is determined that the symbol 
35 combination is a combination within the second group of 
combinations, and is thus a bonus hit, the bonus hit 
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value is added to a bonus counter value common to all 
the linked gaming machines. The value of the common 
bonus counter is displayed to the players of all the 
linked gaming machines either by a large display 
visible to all the players or by an individual display 
on each of the machines 101-108 so that the players 
know how close the common bonus value is to exceeding 
an award threshold, to be described below. 

In the preferred embodiment, the combinations of 
symbols within the second group of combinations have 
different values depending upon the combination. Thus, 
each combination may increment the common bonus counte r 
by a different amount. 

In step 318, the sum of the bonus hit value by the 
individual machine plus the previous common bonus count 
is determined to be above or below a threshold value. 
In the embodiment shown in Fig. 3, this threshold value 
is 30; however, this threshold may be any amount. 

If the total count is not greater than 30, the 
bonus hit by that machine did not cause the player to 
win a bonus award, and the previous common bonus count 
value is then incremented by the bonus hit value (step 
320) . This new common bonus value is then displayed 
(step 322) to all the players of the linked gaming 
machines . 

The process is repeated for each of the gaming 
machines in the system as each machine is polled by the 
feature controller 110. 

If it is determined that the bonus hit by the 
gaming machine caused the sum of the bonus hit value 
and the common bonus counter value to exceed the award 
threshold, then it is determined that the player who 
received the bonus hit is a bonus winner. Depending 
upon the implementation of the system, either the 
individual machine senses that the threshold is 
exceeded or the feature controller 110 senses that the 
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threshold is exceeded. In either embodiment, a signal 
is transmitted to the CPU within the gaming machine to 
award the player a bonus award (step 314) . 

In step 326, the common bonus counter is reset to 
5 either a zero value or its value after being 
incremented by the bonus hit value minus 30. 

Thus, players are provided with an incentive to 
keep playing the linked gaming machines since they have 
contributed to the growing common bonus counter value 
10 and will want to win the bonus award. The bonus award 
may be any amount, such as 10 0 coins. 

One drawback of the embodiment of Fig. 3 is that 
players may elect not to play the linked gaming 
machines until they see that the bonus counter value is 
15 reaching the threshold. Then, when the bonus counter 
value is at for example 25, they begin playing the 
machines hoping to obtain a bonus hit which brings the 
total bonus value over the threshold. This gives an 
unfair advantage to those players who have not 
2 0 contributed to the bonus counter value. To provide an 
incentive to keep playing the linked gaming machines, a 
means is employed to give the players a form of credit 
which may be applied to the bonus hit value when 
attempting to exceed the bonus value threshold. This 

25 embodiment is illustrated in Fig ; __4 -: . - — 

" == rn -- Flg. 4, a new game o n one of the linked gaming 
machines is initiated in step 300. The various linked 
gaming machines are polled (step 3 04) at predetermined 
intervals. The generated symbol combination is 
determined to be either a bonus hit, b y being in a 
se cond group of combinations, (or^a. n ormal winning 
combination, by being in a first group of combinations.,. 




35 To eliminate any advantage in new players playing 

the linked gaming machines as the common bonus counter 
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approaches the award threshold, each linked gaming 
machine is provided with an individual hit counter 
which is incremented by an amount relating to the 
number of bonus hits by that machine. In one 
embodiment, each bonus hit, irrespective of its value, 
increments the individual hit counter in that machine 
by a fixed value X (step 420) . In another embodiment, 
the individual hit counter is incremented by a number 
relating to the value of the bonus hit. 

In step 424, the bonus hit valu e is ad ded to th e 
common bonus counter valu e. In step 428, it is 
.determined whether the sum of the common bonus counter 
|value, the bonus hit value, and the individual _hit 
/count in the individual hit counter is equal to or 
greater than a predetermined award threshold/ such as 
30. If not, the common bonus counter is incremented by 
the bonus hit value in step 432 and the cycle is 
repeated. If the sum in step 428 is greater than or 
equal to 30, the player which obtained the bonus hit is 
determined to be a bonus winner, and the CPU within the 
linked gaming machine is instructed to pay the player 
the appropriate bonus award (step 314) . In one 
embodiment, the determination of a bonus winner in step 
428 is made internal to the particular linked gaming 
machine and, in another embodiment, the determination 
of a bonus winner is made by the feature controller 
110 . 

In step 436, after a bonus award, the common bonus 
counter is reset to a zero count or a specified value 
is deducted from the common bonus counter to reflect 
the number of points needed for the player to meet the 
threshold of 30. The present count within the common 
bonus counter is displayed to all the players of the 
linked gaming machines. 

In step 440, if the player relied upon the count 
within the individual hit counter to achieve the 30 
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points, the number of points needed from the hit 
counter is deducted from the hit counter within the 
machine . 

The process is then repeated. 

In Fig. 5, the general method of Fig. 4 is 
described but with several additional variations. 

In Fig. 5, .a game on one of the linked gaming 
machines is initiated in step 300, and it is determined 
in step 308 whether the resulting symbol combination is 
a bonus hit, as previously described. If the symbol 
combination is not a bonus hit, it is determined in 
step 312 whether the combination is a normal winning 
combination. If it is determined that the combination 
is a normal winning combination, a signal is sent to 
the CPU of the gaming machine to pay out the 
appropriate number of coins to the player (step 314) . 
If the symbol combination is not a winning combination, 
the process is repeated. 

As shown in step 420 in Fig. 5, if it is 
determined that the combination is a bonus hit, then an 
individual hit counter within that particular gaming 
machine is incremented by a predetermined amount such 
as by one or a fraction. The value in the hit counter 
may be used later when determining whether a bonus will 
be awarded to the player. 

In step 53 0, it is determined if the common bonus 
count, common to all of the linked gaming machines in 
the system, plus the bonus hit value is greater than or 
equal to a threshold, such as 30. If yes, the player 
is a natural winner of the bonus award, and the player 
is ultimately paid the bonus award. 

If the common bonus count plus the bonus hit value 
does not equal or exceed the threshold, it is then 
determined whether the common bonus count plus the 
bonus hit value plus the individual count in the 
machine's hit counter is greater than or equal to the 
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threshold of 30 (step 540) . If the answer is yes, the 
player is a bonus winner*. The count used by the player 
from the hit counter to reach the threshold is then 
deducted from the machine's individual hit counter 
(step 544) . 

All the above actions are performed by the 
individual gaming machines, as indicated with the 
asterisk next to the step in Fig. 5. At this point in 
the process, the total points accumulated by the player 
from the bonus hit value and the individual hit counter 
are added to the common bonus count for the system 
(step 548) . If this process is being performed for the 
first time for that particular bonus hit, it will 
result in a new common bonus count value, and the 
process will then go back to step 530 to determine if 
the total now meets the threshold of 30. If this is 
the second reiteration, there will be no new common 
bonus count value, and the process continues on to the 
polling step 556. 

Although polling may take place at any time, the 
gaming machines must wait for the feature controller 
110 in Fig. 1 to poll the various machines in order to 
pay the bonus award by a particular machine and to 
update the common bonus counter. If no polling has 
taken place, the loop between step 552 and step 556 
continues. If it is determined by the machine that it 
has been polled by the feature controller 110, the 
total points accumulated by the machine pursuant to the 
bonus hit (i.e., any deductions to the individual hit 
counter plus the bonus hit value) are sent to the 
common bonus counter in the feature controller 110 
(step 560) . The new common bonus count value is then 
displayed to all the players. This common bonus 
counter is simply a software counter implemented by CPU 
122 and RAM 124 in the feature controller 110, as would 
be understood by those skilled in the art. 
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In step 564, it is determined whether the 
individual hit counter in the machine is greater than 
or equal to a certain threshold, such as 50. It is 
desirable that the count in this individual hit counter 
5 be cashed in whenever possible for player satisfaction. 
If the individual hit counter is above this threshold, 
then the individual wins an additional bonus award, and 
a predetermined number of points, such as 30, are 
subtracted from the individual hit counter (step 568) . 
10 Based on the determinations in step 530, 540, and 

^ 548, the gaming machine which generated the particular 

ijg bonus hit combination pays the bonus award to the 

!■* player (step 314) . 

jp The above process occurs for each of the 

;p 15 individual linked gaming machines in the system. 

\% o 

;« Since the preferred common bonus counter in the 

Ui 

feature controller 110 automatically rolls over (goes 
;^ back to zero) after reaching the threshold of 30, there 

is no need for a separate step to reset the common 
ill 20 bonus counter since it is automatically reset after 30. 
it; The embodiments described above can be applied to 

linked gaming machines 101-108 (Fig. 1) which display 
symbols on rotating drums or reels or which display 
symbols on video screens. The symbols may include 
25 fruit -type symbols, playing cards x or any other 
symbols . 

Fig. 6 is one embodiment of a slot machine 600. 
.Display windows 602, 603, 604 display portions of 
ofr rotating reels or, alternatively, mav be -portions of a . w *P 
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CRT. If the display is a CRT, t he n t he_b_Qnu s_j? ame., 
displayed on display glass 622 in Fig'. 6, may be 

displayed on the same CRT as the main game. J^-) &no J shirur>\KavO ^ ^ ^ 

Coins are deposited in coin slot 606, and a game <^{rV\fl 
is initiated by pulling on a handle 608 or by pressing 
35 a button 610. Three paylines 612, 613, 614 are shown, 
where the center payline 613 is activated by inserting 
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one coin (or playing one credit) , and paylines 612 and 
614 are activated by inserting additional coins. In 
another embodiment, only a center payline 613 is used 
and additional coins will double or triple the award 
amount . 

A central portion 620 of the display glass 622 
provides general instructions for play and the 
paytable. The periphery of the display glass 622 shows 
the accumulated bonus common to all machines in the 
linked gaming system. An accumulated bonus count 1 
through 12 is illuminated for all the machines in the 
linked system when that count is achieved by the 
^various machines in the linked system generating a 
/bonus hit combination. The first machine to cause the 
[bonus count to reach 12 provides a bonus award to its 
^player. The bonus count needed to reach the award 
"criterion may be any number, and, in one embodiment is 
30. Symbol combinations which are not bonus hit 
combinations but are a conventional instant win 
combination are also generated by the various machines. 
Thus, the players are win ning conventional awards while 
also trying to win the b onus award. A bonus hit 
combination, may also be an instant win combination or 
may be a special combination which does not provide an 
instant win. 

In another embodiment, shown in Fig. 7, the 
display glass 702 shows one blinking letter in one of a 
plurality of the word BONUS. This single blinking 
letter may be the letter N shown in the bottom left 
word BONUS in Fig. 7. In another embodiment, a 
plurality of letters may be blinking. If one of the 
linked gaming machines generates and displays a 'bonus 
hit combination while a letter is blinking, that 
blinking letter gets locked in and becomes constantly 
illuminated. Another letter then begins to blink. The 
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display glass 702 for all the linked gaming machines 
have the same letters illuminated. 

The player who completes the word BONUS by 
generating and displaying a bonus hit combination while 
the fifth letter in the word BONUS is blinking, that 
particular player receives a bonus award. The lights 
behind the fully completed word BONUS are then 
extinguished. In one embodiment, the illuminated 
letters in the other words BONUS remain lit. 

The letters are not necessarily illuminated in the 
order B-O-N-U-S; the order of the letters may be 
randomly chosen . J Any symbols or words may be used 



instead of the word BONUS. As with the embodiment of 
Fig. 6, the players may also generate symbol 
combinations which are instant win combinations. 

Using the bonus feature described with respect to 
the various embodiments, players play the linked gaming 
machines longer with the expectation that they will hit 
a bonus award. 

In another embodiment, shown in Fig. 8, the 
generation by any of the linked gaming machines of 
certain symbol combinations lights up a square (such as 
square 803) in a grid 804. The first player whose 
machine causes a full horizontal, vertical, or diagonal 
row of squares to be illuminated wins a bonus award, 
and the lights in either the winning row or the lights 
in the entire grid 804 are extinguished. 

In one embodiment, each square in grid 804 
corresponds to a particular combination of symbols. In 
the preferred embodiment, the slot machine of Fig. 8 is 
a video slot machine which displays poker hands on a 
CRT 806. Each f our-of -a-kind is associated with a 
particular square; each flush suit has a square; and 
straights and full houses make up the remainder of the 
25-square grid 804. In this embodiment, the symbol 
combinations which give rise to a square being lit also 
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provide an instant win to the player. Other symbol 
combinations also provide an instant win but do not 
result in a square being lit. 

In all embodiments described, the gaming machine 
may include a single_j:R.Tl, — o.r~o.tlie. r video dis play, which 



displays botferthe main game and the bonus _a ann 



Othe 



video displays may include LCD or thin film transisto 
displays. Furthermore, a stand-alone gaming machine, 
as opposed to a linked gaming machine, may utilize the 
bonus feature to provide incentive for _a_^ pla yer to keep 
playing^ ^The bonus award feature may be initiated by 
even one particular outcome of the main game, and the 



awarding of the bonus may be based upon a random 



out come konus game may even be a 

15 /random multiplier of the base award in the main game or. 




some other automated game 



Fig. 9 illustrates the machine of Fig. 8 except 
without a separate display_£or^^he^onus game 



In Fig 



"97 b otji^t-he main game and the bonus game are displayed 
on the single CRT 806. The bonus game may be displayed 
^ in a separate section of the CRT 806 or may^be^ 
^displayed-. at 'interva^ls^orT^the entire CRT display area. 

Using the machine of Fig. 9, the main game and the 
bonus game are played using the same processor, memory, 
and other circuitry within the machine and, thus, no 
additional hardware is needed for playing and 
displaying the bonus game . 

The bonus game can be played solely from the 
results of a single gaming machine or from a 
combination of results from linked gaming machines, 
only one machine out of the linked machines is being 
played, the entire game, including bonus game, is 
played on a single machine. 

While particular embodiments of the present 
invention have been shown and described, it will be 
obvious to those skilled in the art that changes and 




If 
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modifications may be made without departing from this 
invention in its broader aspects and, therefore, the 
appended claims are to encompass within their scope all 
such changes and modifications as fall within the true 
5 spirit and scope of this invention. 
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